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EDITORIAL 

Welcome to issue 13 of the Spec trim Arcade Handbook. One item we cover this 
issue is an argument between Mastertronic and Firebird, which emphasised the 
problem with game software charts. You only have to look through the different 
mags to see the different types of charts and most of the time even though 
charts are dated the same, games will be in different positions. There is no 
actual chart available that shews a 100% accurate figure, even the Pop charts 
are not able to show this. The best method is too take a cross section of retail 
outlets and then base the charts on the sales frcrn these outlets. Even this 
simple option can cause all sorts of problems as seen in one of our General News 
items this issue. It must raise the question of the use of these charts anyway 
as most games will sell based on a good review in one or more magazines, which 
is the probably the best way or sell because of hype or reputation where you 
take pot luck. Charts are basically a tool for information rather than of use to 
sales of a game so should really be treated accordingly. 

FRONT COVERS 

Qir thanks this issue go to A Walton of Blackburn for his front cover. 

If you believe you can design anything as good, then send in your designs and if 
we use your cover we will send you a Snell token of our appreciation. 

XmS FROfTT COVERS 

As you know we always encourage readers to send in their own front cover 

designs for all the mags. Issue 14 will be our Xmas issue and we invite readers 

to send in their designs with an obvious seasonal flavour. Please ensure that 
the designs reach us no later than 24th November 1986 and there will be £8 worth 

of software to the best design for each Handbook. 

ISSUE 12 SOFTWARE WINNER 

A Walton of Blackburn and D Hay of Manchester both win £8 worth of software this 
issue. 


WETTED YOUR ORIGINAL HINTS/MAPS/SOLUTIONS 

The success of any Handbook like this relies on a cross flow of information from 
its readers. The more contributors the better the Handbook. We give away £8 
worth of software each issue to the best contributions we receive. Even if you 
do not win a main £8 prize many contributors find that they receive some other 
small token of our thanks. 

All we ask is that you send in any information you have on both the new and old 
games, and if we have not printed the information before we will put it into the 
Handbook. Please try to ensure that any hints you send are your own work and not 
just taken from another iragazine. 

We are unable to test all the hints we get so please try to ensure that there 
are no mistakes in the information you supply. Please ensure the following 
guidelines are met: 

1. HINTS/SOLUnONS: Write as neatly as possible, if at all possible type your 
information as our interpretation of your handwriting may sometimes lead to 
mistakes. Please state for which machine the Hints/Solutions were achieved. 

2. MAPS: Maps should be no larger than A4 size, although you can have various 
parts of the map on seperate sheets as long as it still makes sense. 

If you wish any of your Information returned please enclose a Stanp Addressed 
Envelope and we will return as soon as possible. 
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GENERAL NEWS AND Q06SIP 


MASTERTRONIC TAKEOVER 

Bulldog one of the leading Software Distributors to the trade has been sold to 
htastertronic. They were previously owned by Melbourne House. 

MASTERTRONIC BLOW! 

The great arguments over which sell more Firebird cheapies or Mastertronic 
cheapies seems to have been raging for weeks now. The argument has recently seen 
a new development as all but one Masterbromc title has dropped out of recent 
Gallup Top 50 charts, although 6 Firebird titles are in evidence. Mastertronic 
can usually boast around ten titles in the Top 50 at any one time. 'Hus unusual 
occurence has came about because Gallup have new included 50 W H Smith outlets 
in their figures. W H Smith stock Firebird but do not stock ftostertronic. This 
must throw doubt upon the credibility of such charts that so obviously 
discriminate against certain Software labels. Mastertronic are quite rightly 
angered, Firebird are over the moon, and Gallup promise to look into the matter. 

TOP DISTRIBUTOR DROPS 8 BIT SOFTWARE 

Lightning Distribution one of the leading software Distributors are too drop out 
of the popular Heme Computer software market. They will continue only with the 
Mastertronic line. Reactions have been mixed from both Retailers and other 
Distributors. It has been noticable that recently Lightning have reduced their 
prices to Retailers and this was thought to be due to stiff competition from 
other Software Distributors. Lightning who are also big in Record and Video 
distribution believe it is time to move on, but we have no doubt that 8 bit 
softv^re still has plenty of life left in it yet. 

DCMARK, CRASH MISUNDERSTANDING! 

Novembers issue of Crash had an interesting article on Demark who opened their 
hearts in an article which gave the lew down on the costs involved in running a 
Software House, to help justify £7.95 and £14.95 price tags. Cne cement made 
was that shops get over 50% of the Retail price. Certainly a very misleading 
statement, it may be that the W H Shu.til's of this world who can afford to buy in 
large quantities can force that sort of margin, but your friendly local dealer 
is not privelege to such percentages. Snail retailers can expect between 
30-40% depending on the supplier and manufacturer. 

BANG FIZZLES OUT 

The new weekly mag aimed at the youth of computing has passed away after only 9 
weeks. Bang was published by Specialist Retail Press and the closure has left 5 
people without a job. The reason given was that Bang was not given enough 
financial support to sustain it through its early life. SRP were not willing to 
subsidise the mag although sales had been improving unfortunately fran a very 
lew starting circulation. Being employees are quick to point out that the idea 
Weis right and someone in the future will pick up on it and have enough finance 
to make it profitable. We ourselves purchased the first two copies of the mag 
and it appeared to us that they just did not have enough news and info to put in 
a weekly publication. If they had gone monthly well who knows! 
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************************************* 
READERS SECTION 

************************************* 


TECHNICAL HELP WANTED 

Mr Hill of 489 Brook Lane* Kings Heath* Birmingham* B13 OBU. Needs sore advice 
that the firm Datel seem unable to supply. He wishes to buy the Date! "Robo Tec" 
utility but needs to know whether it will still work on his Spectrum Plus when 
he has his Alphacam 32 printer connected. Any ideas? 

SALES AND SWAPS 

H Vayrynen of Vellamonk. 8* 20520 Turku* Finland. Has over 600 Spectrum ganes to 
swop. Send your list for his* every letter answered. 

T R Roberts of Woodlands* Church Rd* Harrietsham* Kent* ME17 LAP. Has the 
following Spectrum tapes for sale: 

Minder, 91 ITS, 3D Vortex* Shadowfire* Lords of Midnight, Spy V Spy 
All offers welcome. ^ ^ 

For Sale 48K Spectrum plus 50 mixed games only £50. Contact I Minks* 9* Police 
Ct Yard* Keswick, Cumbria, CA12 5DP. 

For Sale 48K Spectrum, Con-Con progranmable joystick interface* Alpha com 32 
Printer, over £200 worth of softvere, all excellent condition, for only £120. 

^to G Shahar, 75, York Ave, Finchfield* Wolverhampton* WV3 9BX or phene 
(0902) 23995 after 6pm. 

For Sale the following software tapes: 

Jumbly, The Ncwotnik puzzle* Avenger* Caterpillar, Corruption, Chuckman* Star 
Warrior, Bored of the Rings* H.U.R.G. open to offers. Write to L Smith* 163* 
Warrington Rd* Widnes* Cheshire, WA8 0AB. or phene 051 423-4107. 

WANTED 

Spectrum 128K owners to svap Hints and Playing tips. All letters replied. Write 
to Steven Fanner (aged 16), 72 Plumbe St, Burnley, Lancs, BB11 3AW. 

Does anyone know where one of our readers can get hold of paper for the ZX 
printer. They have tried Sinclair with no success. If you have any advice 
contact Miss J Kennedy of 60, Munden Grcve, Watford* WD3 4EE. 

ARCADE HELP WANTED 

M A Hunt of 61, Pirton Lane, Churchcbwn, Gloucester, GL3 2RU. is having problems 
with Issue 11 s and 12 s ACE pokes, plus Issue 4's Starion poke which refuses to 
give infinite lives. Anyone any ideas! 

J Hocking of 53 Balmain Rd, North Kenton* Newcastle-U-Tyne, NE3 3QQ. needs any 
helpful hints on Avalon. 

G Shahar of 75* York Ave* Finchfield* Wolverhampton* WV3 9BX. has used a recent 
complete solution to Spellbound but finds that it foes not work for him. 

ACKNOWLEDGEMENTS 

(Xir thanks to everyone who sent in their contributions that appear in this issue 
of the Handbook. 










GAME PLAYING HINTS SECTION 


Game playing help this issue: H=41ints, P= Pokes, M=Maps, S=“Solutions. 

ASTER! X AM) MAGIC CAULDRON H (P5), BIOGLES H (P5), BOMB JACK H (P5), BOMBSGARE 
H,P (P5), CHARLIE AM) CHOCOLATE FACTORY H (P7) f OOMANDO P (P7), CYBERUN M (P6), 
CAN IARE H,M (P7,8), DEVILS CROWN M (P9), DRAGONS LAIR P (P7), DYNAMITE DAN II 
H,M (PI 0—13), EQUINOX H (P7), FA CUP FOOTBALL H (P7), FLINTSTONES H (P14), 
GALVAN H (PI 4), (REEN BERET P (P14,16), GUN FRIGHT P (P16), HELICHOPPER H (P16), 
HERBERTS DOWY RUN P (P16), I OF THE MASK H (P15), INFILTRATOR H (P16,17), 
INTERNATIONAL KARATE H (P17), JACK TOE NIPPER H (P17), JASONS GEM H (P17), KONG 
STRIKES BACK H,M (P17-19), KUNG FU MASTER M (P20), LAP OF TOE GODS P (P19), 
MIAMI VICE H,M (P19,21), MCVIE H (Pi 9) # NIGHIMARE RALLY H (P19), ORION P (P22), 
PAPERBOY P (P22), PQPEYE M (P23), PUD PUD P (P22), RED HAWK H,M (P22,24), ROBOT 
MESSIAH P (P22), SABOTEUR H (P25), SPACE RAIDERS H (P25), SPLIT PERSONALITIES H 
(P25), STAINLESS STEEL H (P25), STAINLESS STEEL RAT H (P25), STORM P (P25), 
RIDDLERS DEN M (P26), THRUST P (P25), TRAP DOOR H (P25), UNIVERSAL HERD P,M 
(P27), WEST BANK P (P27), WHO DARES WINS II H (P27), WORLD CUP CARNIVAL H (P27). 

ASTERIX AM) TOE MAGIC OOULDRON 

1/ DRINK THE MAGIC POTION WHEN YOU ARE FACED BY TOE GLADIATOR IN TOE ARENA. 

2/ AN UPPERCUT IS OFTEN EFFECTIVE AGAINST ROMAN GUARDS, BUT ONE IS NEVER ENOUGH, 
SO KEEP HITTING. 

3/ ALWAYS TAKE A KEY WHEN ENTERING THE CELLS. 

BIGQJ25 


Cheat Mode 


SECRET CODE = DADD 


BOB JACK 

To get tons of points stand on the top platform on screen 1 and keep jumping and 
just vetch your sod re. 


BOBSCARE 

10 BORDER 0: PAPER 0: INK 0: CLEAR 27999 

20 LOAD " " SCREEN$: LOAD " " CODE 28000: LOAD " " CODE 65000 
30 POKE 23606,46: POKE 23607,181 
40 POKE 56777, 0: REM LIVES 
50 POKE 57322, 0: REM TIME 
60 POKE 54129, 0: REM A^ 

70 RAMXMIZE USR 65000 

Enter above and play tape fran the start. BY D HAY. 

The telephone codes are: 

ZEPHA NITRO 
QUART CRYPT 
DELTA YTRON 
XYLEM ASTRA 
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CHARLIE AND THE CHOOOIATE FACTORY 


If anyone is unfortunate enough to own a copy of Charlie and the Chocolate 
Factory, then to play sick? two of the tape the password is NOITPCTTPOK. 

(DCM4AND0 


Pok e For Infinite Lives 

5 REM CCRfiANDO BY S. FARMER 
10 CLEAR 40000: LET T = 0 
30 FOR N = 65030 TO 65052 

40 READ A: POKE N, A: LET T = T > A: NEXT N 
50 IF T < > 2102 11104 PRINT "ERROR. PLEASE CHECK TAPE": STOP 
60 PRINT "PLEASE PLAY (XM4AMX) TAPE STE"; LOAD " " CODE 
70 POKE 65441, 172: POKE 65442, 84: RANDOMIZE USR 65485 

80 DATA 49,0,98,178,33,4,108,119,35,119,35,35,119,35,119,35,119,50,254,236,195, 
30,100 


DAN DARE 

To breathe underwater use the reeds as a snorkel. The crowbar can be used to 
open jammed hatches, rusty hatches need to be ruhbed with oil to open. A torch 
is needed to enter the dark rams. Stripey may be a pain, but it can help you. 
Get the fruit and threw it in the roam with the torch in. Stripey will fetch the 
torch. Seme where there is an unooncious treen lying about, if you take his suit 
and put it on you won't have to fight anymore treens as they will salute you. 
Save all your grenades for the Mekon as you will need them. 

DRAGONS LAIR 

For anyone struggling to complete tlie first screen then use the following 
routine. 

Jt gives infinate lives and stops you being blown off the disk. It only lasts 
for the first screen, after that you are back to norrol. 

10 LOAD " " CODE 

20 POKE: 30772, 205: POKE 30773, 74: POKE 30774, 120 
30 FOR F * 30794 TO 30804: READ A: POKE F, A: NEXT F 
40 RANDOMIZE USR 30720 

50 DATA 62, 0, 50, 43, 206, 50, 155, 202, 195, 48, 184 


EQUINOX 

GEJT A CREDIT AND THEN USE IT IN THE TRANSPORTER. YOU SHOULD BE IN A ROOM WITH A 

DRILL. GET THE DRILL, GO BACK. GO UP THE MAGNETIC LIFT, YOU WILL SEE A BOX 

WITH CROSSED STITCHES INSIDE, APPROACH IT AND USE DRILL, BOX WILL BE CPEN SO GET 
THE DYNAMITE. 00 TO ROOM WITH GREEN DOOR AN) SOME RUBBLE AT THE RIGHT. 

POSITION YOURSELF NEXT TO THE RUBBLE AND USE THE DYNAMITE TO CREATE A PASSAGE. 

GO THROUGH AND UP UNTIL YOU GET A KEY, THEN OOME DOWN, BACK THROUGH THE WAY YOU 
CAME. GO TO THE LEFT OF THE SCREEN NEXT TO THE DOOR AND USE THE KEY. THE DOCR 
WILL OPEN SO GO IN, GET THE GREEN RECTANGLE WITH 2 ON AND GO OUT, GO TO THE 
BOTTOM LEFT OF THE COMPLEX WHERE YOU WILL BE IN A ROOM WITH A CREDIT DISPENSER 
AND A TRANSPORTER. GO INTO THE TRANSPORTER PRESS 2, THEN FIRE AND YOU WILL BE 
ONTO LEVEL 2. 


FA CUP FOOTBALL 


The teams most likely to win the cup are Liverpool, Manchester 
Evert on. Always play with the attacking formation (4-2-4), in 
of the oonpetition bring on subs when given the option. 


United, Spurs and 
the latter stages 









A 


















































































































































































O'aUSSB'd NOi-W 98M® 


9 























































PTNBmE vm E 


lT£m 

ftrawftNG 

E POUND ON 

WO(\TH 

GOG&LtS 

^ 8 ^ 

FILL 

LfcvELS 

SO 

POINTS 

Boors, 

/SW 

& 


■ fill 

urns 

so 

POINTS 

fati 

a 

F 

•j 

m 

^ J 

Fill 

LEVELS 

50 

POINTS 

food 

X 

?/ 

FILL 

LEVELS 

25 

POINTS 

RECORD 


° 'Wi 

fILL 

LEVELS 

so 

poims 

DfcSIftOW 

DOC'S 

! 

rj 

PitL 

LEVELS 

IOO 

POINTS 

DRILL. 



LEVEL 

1 

ISO 

POINTS 

OUTGOftW 

1 moTOR 

d 


LEVEL 

1 

150 

POINTS 

































n 


DY(\Jflm\T£ dp 

W\ H- HirsiTS f 50 -^ n - 

\Tt(V\ ' 

app&fl Rft'wct 

POU1MD o(M 


SKULL 


r*) 

AX' 

Vt\lbl 

X 

150 

POINTS 

0VY6EN 

TANK 

(3 

c 

X 

iHo 

Mj 

LEVEL 

2 • 

ISO 

POINTS 

RED 

OrEfOl 

< 

&> 

LfcV/EL 

2 

ISO 

POINTS 

SNflKfc 

1L 

level 

P> 

ISO 

POINTS 

m^sK 



level 

3 

ISO 

POINTS 

(WIOENTR 

itei? 



LEVEL 

4 

1 SO 
POINTS 

cposssoo 


LEVEL 

4 

ISO 

Points 

TORCH 

€ 

0 *^ 

u EVEL 

1 

1 30 

POINTS 































































































































































































-14- 


FLINTSTONES 

If you place a rock at the top left hand comer (just enough roan far you to 
squeeze in the middle of the edge of the screen and the rock). Then go out of 
the screen at the left and then go to the very top of the new screen, then go 
back to the previous screen you have just visited and then you should confront 
the rock you had placed. 

Then pick the rock and hey presto! You ve got a rock and the original rock is 
still there. Then repeat this process when you've cleared the small rocks. 
Then do this until you have done your house apart from the roof and chimney. To 
do this you nust go to the rock quarry and collect the money, then go to the 
dinosaur hire where they should take your money if you go by the door. Then 
when you return to your house you should find a dinosaur where if you get a rock 
and press the button by it then you will go up it and build part of the roof. 
Keep doing this until you have done the house. 

GALVAN 

1/ ALWAYS PLAN YOUR ATTACK BEFORE STARTING IT. 

2/ ALWAYS RESERVE YOJR FIRE POWER. YOU CAN RECHARGE YOUR ENERGY BY KEEPING WELL 
AkAY FROM THE ALIENS AFTER YOU HAVE JUST HAD A FIGHT. 

3/ PROGRESS DOWNWARDS AND ALTERNATE LEFT AND RIGHT ACROSS TOE SCREENS TO FIND 
TOE QUICKEST ROUTE DOWN TO THE ALIEN. 


GREEN BERET 


Poke For Infinite Lives 


5 REN GREEN BERET 

6 RESTORE : LET T = 0 

7 FOR F = 50000 TO 50169 

8 READ A: POKE F, A 

9 LET T = T + 2 * A: NEXT F 

10 IF T < > 38896 THEN PRINT "ERROR ! ! STOP 

11 PRINT "INSERT CASSETTE AND PLAY* 

12 RANDOMIZE 50000 

13 DATA 62, 255, 55, 17, 186 

14 DATA 6, 221, 33, 203, 92 

15 DATA 20, 8, 21, 243, 62 

16 DATA 15, 211, 254, 205, 98 

17 DATA 5, 48, 233, 245, 237 

18 DATA 94, 33, 140, 195, 229 

19 DATA 33, 171, 98, 229, 51 

20 DATA 51, 17, 195, 130, 1 

21 DATA 20, 3, 33, 253, 94 

22 DATA 253, 33, 17, 98, 221 

23 DATA 33, 218, 99, 62, 202 

24 DATA 237, 79, 195, 171, 98 

25 DATA 1, 230, 2, 17, 241 

26 DATA 130, 221, 33, 0, 0 

27 DATA 253, 33, 0, 0, 49 

28 DATA 62, 255, 33, 177, 195 

29 DATA 229, 33, 231, 130, 229 

30 DATA 51, 51, 33, 241, 130 

31 DATA 62, 176, 237, 79, 195 

32 DATA 231, 130, 33, 241, 130 

33 DATA 17, 193, 138, 1, 92 

34 DATA 0, 237, 176, 33, 212 
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3b DATA 138, 34, 249, 138, 34 

36 DATA 221, 138, 33, 202, 138 

37 DATA 34, 229, 138, 33, 239 

38 DATA 138, 34, 249, 138, 62 

39 DATA 195, 50, 13, 139, 33 

40 DATA 223, 195, 34, 14, 139 

41 DATA 195, 193, 138, 33, 62 

42 DATA 0, 34, 129, 133, 33 

43 DATA 50, 92, 34, 131, 133 

44 DATA 33, 164, 62, 34, 133 

45 DATA 133, 62, 63, 50, 135 

46 DATA 133, 62, 63, 50, 135 

47 DATA 133, 195, 84, 133, 0 

BY S.FARMER 


GUN FRIGNT 


IF F = 3 THEN PRINT USR 24576 


10 LPRINT 0: INK 0: BORDER 0: CLS 
20 FOR F * 0 TO 5: PRINT AT 18, 0; 

s i isarSHwr sks s&sv— « 

60 POKE 43163, 255: REM MONEY 

70 POKE 43154, 0: POKE 42082, 3: REM STAR INS BAN) IT 
80 PRINT USR 23446 


RUN AND LOAD BY S FARMER 


Cheat Mode 


HELI CHOPPER 


, , . _ ~ i q n At- the same tine. Then when the screen goes 
When it has loaded press 3, 7, , -- , that is the screen you will 
blue type in SCREEN and a number fron 1 to 23 and that is tne sc y 

start on or type SHOW for a demo mode. 


HERBERTS DOMY RUN 


Poke For Infinite Lives 


20 FC*Tf = 5 23296 TO 23321: READ B: POKE F, B: NECT F 
30 DATA 221, 33, 0, 0, 17, 17, 0, 175. 55. 205. 86, 5. 221, 33. 224 
40 DATA 252, 17, 63, 2, 62, 255, 55-205. 201 
50 PRINT AT 0, 0; "INSERT TAPE NOW FROM START . 

60 RANXMIZE USR 23296 

70 POKE 65093, 243: POKE 65100, 190 

80 FCR F = 65271 TO 65299: READB:PCrEF, B: NEXT F 43 

90 DATA 17, 128, 91, 33, 254, 83, 26, 174, 203, 164, 174, 203, - 

100 DATA 19, 123, 254, 154, 32, 241, 62, 48, 50, 213, 202, 195, 148, 

110 RANDOMIZE USR 65093 


BY S.FARMER 


INFILTRATOR 


Be careful in the v**xls. v*uch as with 
»ines. Use yc^r mine detector W pass thresh te set oli, but 
sure you have your papers with you, if you aon t an 
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lt can be tempoarily stopped by putting a certain key into the alarm control 
unit. Remember to put the helicopter into whisper mode when landing, to stop 
the enemy hearing you. 


INITONATIONAL KARATE 

TO COMPLETE THE GAME WITH HIQffiST POINTS AS WELL AS TRAVELLING COMPLETELY AROUND 
THE WORLD, JUMP-KICK YOUR OPPONENT ALL THE TIME. 


JACK THE NIPPPER 


Here is a list of the objects and the places you take them. 


LOCATION 


OBJECTS 


LAUNDERETTE 
SOCK FACTORY 
COMPUTER FACTORY 
TEETH FACTORY 
LIVING ROOM 
POLICE STATION 
PLAYSCHOOL 
GARDEN 
CASH POINT 
COMPUTER SHOP 
JAIL 

CHINA SHOP 


WASHING POWDER 

WEIGHT 

DISK 

GLUE 

HORN 

HORN 

HORN/CLAY 

WEEDKILLER/FERTILISER 
CREDIT CARD 
BATTERY 
BOM© 

POTTY 


Want to be really naughty? Here are sane things you can do to push up your 
rating. 

1/ Pick up the Walkman and the headphones to hear the in-game music. 

2/ Pick up the bottles of weedkiller from 1 blocm and drop them on your dad's 

plants. 

3/ Get the battery from the police station and take it to the Micro shop. Run 

to the green box, press fire and the computers will be turned off. 

4/ Get the disk from the bank and go to Technology Research. Junp on the single 

computer and press fire to break it. 

5/ Pick up the glue from the launderette and go to the false teeth factory. 
Drop the glue on the conveyor belt to gum the false teeth together. 

6/ Get the washing powder and go to the launderette. Jump on the three machines 
to get them working. 

* 7/ Get the motor horn and run up to the cats scattered around the town and press 

fire. They will run up the ceiling. 

General Hints 

Wien you have finished with an item or find an object you don't need, drop them 
from a height for more naughtiness. The two keys give secret entrances which 
are found in the Police Station and the Museum. 


JASCN'S GEM 

HOLD DOJN KEY'S W, A AMO S FOR INFINATE LIVES. 


KONG STRIKES BACK 


Use with map. 
Level 1 


Go right and collect the cherries at 1 then wait at 2 until the cars 


go above, 
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tiK?n cl imb the ladder. bhen the cars have gene by c/o to 3 and head for 4. 
Wilt at A until the cars go overhead then cliirti ladder 4. Go round to 5] 
pausing at B, then go to 7. Collect the cherries at 7 , then go to the bottom 
ladder at C. Now bomb the cars for points. Go back up ladder 7 and wait for 
the cars to go by and c/d to the girl to finish the level. 

bevel 2 

As soon as the level starts mwe top right on the joystick to avoid a nasty 
headache. Make your way to ladder 2 and get the cherries. When the cars have 
gone fast go to A and wait. When the ball has gone up, go to 6 ard wait at B. 
Wien the cars coming fron the left aide have passed, collect; the cherries at 
ladder 7. When the cars get to C start bdnbing to the right, then go to level 


bevel 3 

First climb ladder 1 and wait. Go to 3 waiting for a while at 2 and A. Go to B 
and bomb the cars at C. Run for 5 but you may need to wait at 4. Clint) ladder 
5 and wait. Then run for 6 and climb the ladder. Then go to D and when the 
spring goes down, climb up ladder 7 then return to D. Head for your love on 
level 4. 


LAP OF THE GODS 

FOR INFINITE LIVES AND TO STOP EFFIGIES BEING STOLEN ENTER R)LLCJWING IN ROUTINE 
SUPPLIED BY MR D POULSON LAST MONTH. 

25 POKE 53979, 0: POKE 54421, 52 


MIAMI VICE 

When the game first starts crash! Then wait until 3.20 and go into the island 
bar iat the right of the town) to catch Paddy. When you come to a crossroads, 
wait, until a car lias passed in front: of you before moving. Move slowly around 
town. If you go too fast you won't be able to turn corners, only swerve. Keep 
le gun aimed at tlie back to shoot, cars which come from behind. Every time you 
crash an hour is added onto your time and you are placed outside the city hall. 
If you know you are about to crash, slow down as much as you can so the damage 
bar will not lie Rented much. When you are waiting to catch a criminal, don't 
wait outside because obviously he wan't go into the bar if you are there. Wait a 
few* streets away until the time ccmes and then capture the criminal. When you 
art in a building, you only have six shots so use them wisely. If you need any 
more bullets go to the car and go back to the building. You can use sene of the 
umiture as doors. In the Dixie har you can climb into a one-armed bandit and 
°2L fran a Snookjer table!! Oily shoot cars which are about to crash into 
you. When you see a red car shoot it immediately as it 
containing either criminals or illegal stolen goods. 

MOVIE 

™ ^ 222? ^ ^ PARR0T ^ °* W SESWE »**> ™ WILL MOVE FROM THE 

WOMAN WILL F!ND A BOMB AND 90ME MONETY. WHEN YOU FIND THE 

™SAY FRIEND OR POE, IF SHE IS EVIL SHfe WELL SAY KILL, KILL, KILL. IF SHE 

**• « PAS ™ IS AND raiS CAN ^BE 


is an enemy car 


NIGHTMARE RALLY 

SHlF^al^n ^ 90 3 blt faster then «- wheri the 9*™? starts press SYMBOL 
., c * ? at ^ sanv time. To go back to normal press SYMBOL SHIFT and W at 
me same time. 
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THE COMPLETE GAME PLAYING INDEX 
COVERING THE SPECTRUM ARCADE HANDBOOK ISSUES 7-12 

KEY 

P= POKES AND CHEATS 
M= MAPS 
H= HINTS 

S= COMPLETE SOLUTION 




















TITI£ 


ISSUES 


9 10 11 12 


ABU SIMBEL PROFANATION 
ACE 

ACTION BIKER 
ACTION REFLEX 
AIRWOLF 
ALCHEMIST 
ALIEN HIGHWAY 
ARC OF YESOD 
ART STUDIO 
ATIC ATAC 
BACK TO SKDQL 
BALLBLAZER 

BARRY MOGUIGAN WC BOXING 
BATMAN 

BATTLE OF THE PLANETS 

BC'S QUEST FOR TIRES 

BEACH HEAD 

BEACH HEAD II 

BIGGIES 

BLADE ALLEY 

BOBBY BEARING 

BOMB JACK 

BOOTY 

BOULDERDASH 

BOUNCES 

BOUNDER 

BOUNTY BOB STRIKES BACK 

CASSETTE 50 

CAULDRON II 

CAVALON 

CHILLER 

CHIMERA 

CHUCKIE EGG II 
COMMANDO 
CONQUEST 
OOSMIC CRUISER 
COSMIC DEBRIS 
COUNTDOWN 
CRITICAL MASS 
CYBERUN 

DALEY THOMPSONS SUPER TEST 

DAN DARE 

DARK STAR 

DEATH STAR 

DEATH WAKE 

DEFENDA 

DEVILS CROWN 

DIMENSION DESTRUCTORS 

DON'T PANIC 

DUKES OF HAZZARD 

DYNAMITE DAN 

EDDIE KIDD 

ELITE 

EQUINCK 

EVERYONES A WALLY 
FAHRENHEIT 3000 
FALL GUY 
FINDERS KEEPERS 
FORBIDDEN PLANET 
FRIDAY THE 13TH 


P P 
H 

HM 


P 

P 

H 

H 

H H 


H 

H 

H 


P 


P 

HP 


P P 


P 


H 


HM 

HP 

HP 

M 


P 

PH P 



H 

H H 

M P 
H 

H 

H 

P 

M 

H HP M M 



P 

P 

H 

H H 

H PM 
H 

P 

M PM 

H H 

M 










GEDFF CAPES STRONG MAN 
t GERRY TOE GERM 

1 GHOSTS 'N' GOBLINS 

GLASS 

GREAT SPACE RACE 
* GREEN BERET 

GUNFRIG1T 
GYROSCOPE 
HARRIER ATTACK 
HEADBANGERS HEAVEN 
HIJACK 

HOUSE TOAT JACK BUILT 

HYPERSPORTS 

ICICLE WORKS 

IMPOSSIBLE MISSION 

INTERNATIONAL KARATE 

INVASION OF TOE BODY SNATCHAS 

JACK TOE NIPPER 

JASONS GEM 

JET SET WILLY 

JET SET WILLY II 

JONAH BARRINGTON SQUASH 

JOUST 

KNIGHT LORE 
KNIGHT TYME 
KOKOTONI WILF 
KONG 
KUNG FU 

KUNG FU MASTER 
LAP OF THE GODS 
MASTER OF MAGIC 
MATCH DAY 
MATCH POINT 
MAX HEADROOM 
MIKIE 

MOLECULE MAN 
MONTY ON TOE RUN 
MOVIE 

MUGSYS REVENGE* 

NIGHT GUNNER 
NIGHTSHADE 
NINJA MASTER 
NODES OF YESOD 
NOMAD 

ONE MAN AND HIS DROID 

PANZACRCME 

PENTAGRAM 

PINBALL WIZARD 

PING PONG 

POQO 

POLE POSITION 
POTTY PIGEON 
PROJECT FUTURE 
PUD PUD 
PYRACURSE 
QUACKSHCT 
RAMBO 
RASPUTIN 
REDHAWK 

ROBIN O' TOE WOOD 


7 8 

H 


H 


P PM 

P PM 

H 


H 

P 

H 


P 

P 

H 


P P 
M 


P 

H 

H 

H 

P 

H 

H 

P 

M 


H H 


9 10 


H 

H 

H 


P 

P 

H 

M 

H 

H 

P 

H 

P 

HM 

H 

P 

H 

H 


H 


H 

P 


H H 

H 

P 


H 

P P 


H 

P 


P 

H 

H 

P 

m 


11 12 

H 

P 

HM 

H 

H 

P 

H M 


M 


H 

M S 


M 


H 

PH 

HM 

H 

H 

H 

PM P 
H M 

HM 


H 


H 

M P 
H 


P 

H M 


HM 


H 


H 




ROCKY 

ROLLER COASTER 

SABOTEUR 

SAI COMBAT 

SAM PCK STRIP POKER 

SIR FRED 

SHORTS FUSE 

SKOOQLDAZE 

SKYPQX 

SKY RANGER 

SOPIVARE STAR 

90UL OF A ROBOT 

SPDCVEJ7TURE 

SPECTACLE 

SPELLBOUND 

SPIKY HARRY 

SPINDIZZY 

SPITFIRE 40 

SPLAT 

SPLIT PERSONALITIES 
SPYHUNTER 
STARQUAKE 
STARSTRIKE II 
STRANGELOOP 
SUPERBOWL 
SWEEVOS WORLD 
TAU CETI 
TECHNICIAN TED 
THAT'S TOE SPIRIT 
TOE BOSS 

TOE INCREDIBLE SHRINKING FIREMAN 

THREE WEEKS IN PARADISE 

TOUNDERBIRDS 

TRANSFORMERS 

TRANZ AM 

TRIBBLE TROUBLE 

TURBO ESPRIT 

UNDERWURLEE 

"V" 

WANTED MONTY MOLE 

WAY OF THE EXPLODING FIST 

WAY OF TOE TIGER 

WKEELIE 

V«0 DARES WINS II 

WILLOW PATTERN 

WTZARD6 LAIR 

WORLD CUP CARNIVAL 

WORLD SERIES BASEBALL 

WRIGGLER 

XCEL 

YABBA-OABBA DOO 
YOUNG ONES 
ZOIDS 

3D VBCTRON 

2112AD 

1985 


H 

P M 

H 

P H 

H 

H H HP 

H 
P 
H 

Vl 

H 

H 

P 

H HP m 

P 

H 


H 

HM P 


HM 


P 

SH 


H 

H 

P 

P 


H 


P 

H 


H P 


HP 

M H 

H P 


H 

P 

P 

m p 

H 

m 

p 
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QRION 

PCKE 37319, 201 - to disable the nasties 


PAPERBOY 


Pokes For Infinitive Lives 


(You will also be able to pass through solid objects) 

10 REM WALTON RESEARCH 

20 LOAD " " CODE 

30 FOR H = 65302 TO 65307 

40 READ D: POKE H, D: NEXT H 

50 POKE 65110, 22: POKE 65111, 255 

60 RANDOMIZE USR 65000 

70 DATA 50, 151, 187, 195, 86, 5 

BY A.WALTON 


PUD PUD 


POKE 49287, 0 - infinite lives 


REDHAWK 

Below are sene of the times that the muggings take place. 

10.59 = PARK 
11.26 = PARK 

11.53 = PARK OR TOWN SQUARE 
12.20 = PARK CR TOWN SQUARE 
12.47 = TOWN SQUARE 


Here are the names of the robbers and when and where the robberies take place. 

12.00 = FUSOR is robbing the jewellers. 

13.11 = TECHNO is robbing the bank. 

13.55 = RAT is robbing the warehouse. 

16.17 = MERLIN is robbing the art gallery. 


There are 4 stations: Heath, City, District and Gentral. The fare will cost £1. 
Just type in which station you wish to go to. Cabe will cost you £5 you can go 
to any destination in the cabe. You cannot reach 3 of the desinations by foot 
or train, so you will have to fly or get a cab, they are: 


OXFORD GARDENS * This will lead you to the Directors. 
9^ALL STREET * This will lead you to the Professors. 
BROOK COURT * This will lead you to the Editors. 


ROBOT MESSIAH 

For infinite lives: 

10 BORDER 0: PAPER 0: INK 0: CLEAR 24290 
20 LOAD - - CODE 16384 

30 FOR I « 23296 TO 23316: READ A:POKE I, A: NEXT I 
40 RAMXMIZE USR 23296 

50 DATA 221, 33, 236, 94, 17, 40, 160, 62, 2S5, 55, 205, 86, 
60 DATA 62, 0, 50, 88, 208: REM LIVES 
70 DATA 195, 200, 175 
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SABCTTEUR 

always punch or kick a guard as you get mcre dollars. 

SPACE RAIDERS 

A1WAYS LET AT LEAST ONE ALIEN DESIROY YOUR BARRIERS, BECAUSE C* TOE NEXT LEVEL 
YOU GET NEW ONES. 

SPLIT PERSONALITIES 

on the second picture (Maggie) push the word Dennis onto the bottles of 
On tne second pici_uie ; n *- n the Torv sion to form an alliance 

for a 2000 point bonus. Push the Labour into tne 1 ry y 

giving you a bonus of 2500. 

STAINLESS STEEL 


Cheat Mode 

When the game starts hold dcwn STAINLZX you will new have 

INFINITE SHIEIDS. ikt TOP 

Tne following does the same thing: Q, A, J, K, L, I, u ,r, 


INFINITE LIVES and 
ENTER 


STAINLESS STEEL RAT 


Cheat Mode 


If you press L, I, 0 and S, then yod ^ 'inlimited liv^, 
press I for the shields, then they will turn on. You can 
often as you want to. 


and each time you 
use the sheiIds as 


STORM 


^rgTSft^r and enter the following before the randemize usr statement. 
POKE 43287, 0: POKE 45707, 0 
BY D HAY 


TORUST 


Poke For Infinite Lives 


10 CLEAR 65399 

20 LOAD " " CODE 

30 FOR H = 65425 TO 65431 

40 READ D: POKE H, D: NE5CT H 

50 RANDOMIZE USR 65400 

60 DATA 175, 50, 51, 153, 195, 0, 250 

BY A WALTON 


TRAP DOOR 


to -i £5^ s %■£££. ££?«. 


TOE TOING! 
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UNIVEHSAL HERO 


10 

20 

BORDER 0: PAPER 0: INK 0: CLEAR 59990 
FOR N = 60000 TO 60012: READ A: POKE N, 

A: 

NEXT 

N 

30 

40 

RANDOMIZE USR 
DATA 221, 33, 

60000 

0, 91, 17, 0, 1, 62, 255, 

55, 

205, 

, 86, 5 

50 

FOR N = 23391 

TO 23401: READ A: POKE N,‘ 

A: 

NEXT 

N 

60 

70 

RAMXMIZE USR 
DATA 62, 201 , 

23296 

50, 83, 150, 195, 0, 130, 

218 

, 0 , 

0 


Play the original tape to the end of the loader ie, the first two blocks. Enter 
the above program, run it, and then load the rest of the original tape. 

This gives imnunity from aliens, but still watch your time., and do not go into 
any water. BY D HAY. 


WESTBANK 


Poke For Infinite Lives 

10 CLEAR 65535 

20 FOR F = 23296 TO 23321: READ B: POKE F, B: NEXT F 

30 DATA 221, 33, 0, 0, 17, 17, 0, 175, 55, 205, 86, 5, 221, 33, 224 

40 DATA 252, 17, 63, 2, 62, 255, 55, 205, 86, 5, 201 
50 PRINT AT 0, 0; ’’INSERT TAPE NOW FROM START !" 

60 RANDOMIZE USR 23296 

70 POKE 65093, 243: POKE 65100, 190 

80 FOR F = 65271 TO 65299: READ B: POKE F, B: NEXT F 

90 DATA 17, 128, 91, 33, 254, 83, 26, 174, 203, 164, 174, 203, 228, 18, 43 

100 DATA 19, 123, 254, 154, 32, 241, 62, 48, 50, 213, 202, 195, 148, 91 
110 RANDOMIZE USR 65093 

BY S.FARMER 


WHO DARES WINS II 

Save grenades for later levels as you will need them. If you see one of your 
men about to be shot try to shoot the enemy as soon as you see him. When you 
hear the sound of a spitfire ocming run diagonally because it won't be able to 
shoot you. 


WORLD CUP CARNIVAL 

To score a goal, run up to the computers and walk over the line. Tte goalie 
will make no effort to save the shot letting you score every tiro. 

***************************************** 

' GAME REVIEW SECTION 
***************************************** 

Each issue we look at the very latest in Arcade game releases and award 
percentage marks against set criteria. 

THE SCORING SYSTEM 

The marks are awarded out of a maximum 100%. The percentage ratings are listed 
below. 

Between 90-100% (H6D RAVE) 

Between 80-89% (EXCELLENT) 
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Between 

70-79% 

Between 

60-69% 

Between 

50-59% 

Between 

40-49% 

Between 

30-39% 

Between 

00-29% 


(VEKY GOOD) 
(0300) 

(AVERAGE) 

(POOR) 

(RUBBISH) 

(A LOAD OF H$!) 


Title Antiriad 
Publisher Palace Software 
R.R.P. 8.99 

Game Type Arcade Adventure 
Availability Sp/C64 31/10 

The game ccmes oonplete with 
its cwn 16 page conic strip 
which features the story so far 
to the game. Don't be too 
excited its in black and white 
and takes approximately two 
minutes too read. It all 
revolves around life centuries 
after the world had destroyed 
itself with nuclear weapons. A 
new breed of peaceful beings 
grew, but cne day out of the 
skies came an alien invasion 
force. They showed no mercy and 
although the villagers bravely 
fought back they were eventualy 
enslaved and put to work far 
their new masters in the mines 
of valuable ore. The elders of 
the tribes secretly began to 
train the new children to fight 
and above all the others stood 
Tal. Tal was chosen to be the 
one to save the race and he has 
been sent to find the sacred 
armour (radiatign suit) which 
is hidden in the evil forest, 
he must find the armour and then using its protection destroy the power 
centre of the tyrants. Tal is their only hope! 

Nothing brilliant or different about the scenario but this is a game that tends 
to grow on you the more you play. The game is 
played on numerous 2D view screens and involves you 
searching the screens and avoiding the nasties. 

Your main weapon appears to be rocks which can be 
thrown at nasties to destroy them which is great 
fun as the rocks loop through the air and it does 
take great skill to actually hit the nasties. There 
is a good deal of fun in moving around the large 
screens and you get very little time to rest as the 
action is fast and furious. The game looks a great deal more exciting and 
interesting than Palaces Cauldron series and appears to be more than just 
another Arcade Adventure that are in abundance at the moment. A real challenge 
that we reccrmend you take up. 




Antiriad The Scores 
Graphics 86% 
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Playability 

83% 

Addictiveness 

89% 

Instability 

87% 

Value For Money 

82% 

H 4 D Rating 

84% 


Title Breakthru 
Publisher US Gold 
Address Units 2/3, Hoiford Way, 

Hoi ford, Birmingham, B6 7AX. 

R.R.P. 8.99 
Availability 6/11 
Game Type Arcade 

Another Arcade coin op 
conversion, in this you have to 
retrieve your countries stolen 
fighter which is 400 miles 
behind enemy lines. The eneny 
have certain defences ie. Flame 
Throwers, Helicopters, Tanks, 

Jeeps, and Landmines. You and 
your sophisticated Armed 
vehicle have to make it through 
various areas. Mountains, where 
you cone up against minefields, 
soldiers, flame throwing tanks, 
landslides and rockfalls. 

Bridge, where you must make it 
across the bridge which is 
littered with holes and missile 
firing vehicles. Prarie, where 
there are even more enemies and 
a water obstacle. City, where 
the enemy lets fly with all its 
hardware. To make it to the 
final area, the Airfield where 
ycu must get to the fighter thro 
lay their hands on. 

It is hard to compare this with the Arcade original as we have not played it but 
the game is sinply a left to right up and down dodge and blast game. The junpi 
option is very necessary at times and if used correctly can add more fun to the 
game. Having played a few vehicle linked games this is a poor relation to say 
Spy Hunter or even the more recent Stainless Steel. The game is adequate but 
does tend to lack excitement. Yet another poor US Gold conversion to the 
Spectrum. 

Break thru The Scores 


Graphics 58% 
Playability 75% 
Addictiveness 61% 
Instability 54% 
Value For Money 56% 
H & D rating 58% 


Title Dandy 

Publisher Electric Dreams 

Address 31 Carlton Cres, Southanpton, Sol 2EW. 

R.R.P. 7.99 

Availability 24/10 

Game Type Arcade Adventure 
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Well we had high hopes for this game but alas there was no sight of Desperate 

Dan and his ccw pie! This game allows you or twg of you to valiantly hack thum 

and zap your way through 15 dungeons filled with all sorts of ghouls and 
mcnstosities. Your aim to grab the treasures and solve the riddle. Energy is 
very important and you can trade food for energy, having made sure you can earn 
the food in the first place. 

This to our knowledge is perhaps the first real attempt to put a Role playing 

game in the guise of an arcade game. The resulting effect is a game that 

graphically looks pretty inpressive but falls down badly on game play. An Arcade 
Adventure, which is what it is, needs to be challenging and there just is not 
enough to do in what is a simple cut 
and thrust game. You get a birds eye 
view of the dungeons and at least 
you are given an option of playing 
any of the different dungeons. 

The screens are very full and their 
are plenty of spectres spread about 
the dungeons and they do 
unfortunately re-appear even after 
you have cleared them off a 
particular screen and believe us 
there are plenty of ghouls to contend with. 

The game is nicely packaged and is pleasing on the eye but lacks any real 
addictiveness that is important in a game of this style. 


Dandy The Scores 


Graphics 

86% 

Playability 

76% 

Addictiveness 

63% 

Lastahility 

74% 

Value For Money 

66% 

H & D Rating 

69% 
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Title Doctor What 
Publisher CRL 

Address CRL House, 9, Kings Yard, 

Carpenters Rd, London, El5 2HD. 

R.R.P. 7.95 
Availability Sp 29/10 
Game Type Arcade Adventure 

The four doctors. What, Where, When, and 
Why travelling through space after a 
party in which too nany Neuro Cardial 
Cocktails were consumed have got 
themselves into all sorts of sticky 
problems. Somehow they must get to the 
Jelly Baby of infinite wisdom, and 
ultimate knowledge in the Tower of 
Darabur. 

Well what can you say about this, it is 
nice to control 4 Doctors and try to help 
each one of them and in theory it is a 
must for Doctor V*x3 fans. What lets what 
could be a reasonable game down are the 
terrible graphics that badly let the play 
dcwn. The doctors are at times 
unrecognisable when they pass behind or 
in front of some of the scenic 
backgrounds and the animation is pretty 
poor. 

To our minds CRL are yet to produce a 
reasonable Arcade style game and it is a 
great pity that they have apparently ruined a good idea for a game with sane 
awful graphic displays. What, Where, When, Why bother! 


Doctor What The Scores 


Graphics 

48% 

Playability 

53% 

Lastability 

56% 

Addictiveness 

53% 

Value For Money 

48% 

H & D Rating 

51% 



Title Firelord 
Publisher Hewson 
R.R.P. 8.95 
Availability 31/10 
Game Type Arcade Adventure 

You take on the role of Sir Galaheart in his 
quest for the sacred Firestone to return it to 
the dragons safekeeping. The Evil Queen had 
siezed the firestone and used its powers to 
bring misery to the land. Her price to 
release the stone is for sane brave warrior 
to win her the four charms of eternal youth, 
yes thats you. 

The game is designed by Stephen Crow the 
writer of both Starquake and Wizards Lair. 
This game has all the same style of Wizards 
Lair with the added bonus of being able to 
enter dwellings and acquire sane sort of 
service or object by honest means or by 
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thieving which may result in a skirmish. 

Sir Galaheart looks very similar to another well known Knight who appeared in 
seme Ultimate games. Mr Crow tends to get most of his ideas from Ultimate, with 
Starquake perhaps being his most original offering. When you look at seme of the 
quality games that have ccme from the Hewson stable, this appears to be a step 
back. The bartering option adds interest to what is a fairly run of the mill 
Arcade Adventure. A large playing area with plenty of action, at least Stephen 
Crow fans will not be disappointed, as for us we have came to expect better from 
Hewson. 


Firelord The Scores 


Graphics 
Playability 
Addictiveness 
Instability 
Value For Money 
H & D Rating 


78% 

82% 

73% 

76% 

78% 

79% 


Title Galvan 
Publisher Imagine 
Address 6 Central 
Manchester, M2 5NS 
R.R.P. 7.95 
Availability 29/10 
Game Type Arcade Adventure 

One by one the members of 
Cosmo Police have sought 
evil on the planet Cynep 
tried to put an end to it. 


hbbm^ 


St, 


the 

out 

and 

You 


m 



are the last surviving member 
and it is up to you to achieve 
what dozens have failed. You 
must neutralize the defences of 
Cynep and penetrate the 

dungeons labyrinths to end the 
vile reign of Cynep in the 
galaxy. 

Each labyrinth is packed full 
of creatures with one- aim to 
kill all intruders and each has 
its cwn formidable guardian who 
must be destroyed. It is no 
easy task especially since 
there is a lack of weaponry although it is believed that spread around you will 
find precious power pyramids which when found will give you a more powerful 
weapon. You go fran having only your bare fists to a gun,then an Arc blaster and 
finally a Blue Bolt neutralizer. 

Graphics are large within the game and a small playing area does not help as far 
as maneuvering about the screen is concerned. Adversaries are many and it is 
very important that you locate the power pyramids as soon as possible to gain 
the extra weaponry. Unfortunately you can also lose your weapons if you run out 
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of fxwer so even if you get the neutralizer it is possible tl*at you will end up 
back using your bare hands. 

The inlay states that Galvan is a mission you can never complete, lets hope you 
can as there is nothing more rewarding than the completion of a game after many 
hours of frustration. An unusual game from the Inagine label which is nice but 
as so often happens these days does not offer anything particularly different to 
the Arcade adventure player. 


Galvan The Scores 


Graphics 82% 
Playability 84% 
Instability 81% 
Addictiveness 73% 
Value For Money 75% 
H & D Rating 76% 


Title Highlander 
Publisher Ocean 

Address 6 Central St, 
Manchester M2 5NS. 

R.R.P. 9.95 (C64/Ams), 7.95 

(Sp) 

Availability 30/10 

Game Type Sword Play Simulation 

The film Highlander has been 
quite successful in the USA and 
will soon be released in the 
UK. This game is taken from the 
film but is simply a combat 
game as you fight various 
adversaries. 

You must battle through time 
and develop your skills of 
sword play and learn frcm 
Ramirez your first opponent, 
the arts of defence and attack, 
timirng and position. When you 
have defeated him you move onto 
New York and battle it out with 
Fizir, and finally on to meet 
the mighty Kurgen. 

The whole game revolves around 
you learning the skills of 
sword play (joystick bashing), 
and it is extremely difficult 



to progress. Of the three versions the Spectrum animation is by far the poorest 
and is horrible too look at. It is £2 cheaper but this does not justify such 
poor quality animation, especially when you see what can now be done on the 
humble Spectrum. If you enjoy the "Yie Ar Kung Fu" style of one on one combat 
{hen this may appeal, but do not be fooled by the connection with the film 
"Highlander" as the game has no real storyline and will only appeal to a 
minority of game players. Badly overpriced! 


Highlander The Scores 


[ 11 • • •• •• r. *. * 

1 


Graphics 68% 
Playability 48% 
Addictiveness 53% 


46% (Sp) 


t' 

i * - Mi 
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Las tabi lity 72% 
Value For Money 48% 
H & D Rating 51% 


Title the Ice Temple 

Publisher Bubble Bus 

Address 87 High St, Tonbridge, 

Kent TN9 1RX 

R.R.P. 7.95 

Availability 5/11 

Game Type Arcade Adventure 


With winter well and truly upon 
us we seem to have a recent 
fixation with the cold with 
recently Mikro-Gens Frost Byte 
and now this by Bubble Bus. 

You play the role of Nick 
Razor who has recently acquired 
a 1600 Turbo Space Cruiser with 
furry dice. Unfortunately on a 
visit to a newsagent he had it 
stolen and only managed to find 
it in the 800 location Ioe 
Temple. Nick quickly realises 
that the temple is in fact 

only a thermionic reactor which 
is drawing energy from the 
planets core and turning 
everything into an icy waste. 

Evil aliens are using the 
energy to power their ships 
to invade Earth. So Nick has 
bravely taken it upon himself 
to locate and take the eight 
pieces of the reactor and dump them down the refuse chutes. So saving little old 
Earth. 

This is yet another multiple screen blockbuster from Bubble Bus with an amazing 
800 screens. Beneath it all, the game is not so iitpressive and your Rocket 
propelled man flies from screen to screen blasting and dodging aliens looking 
for the eight pieces. Animation is good but the game is very reminiscent of a 
number of similar style currently available throughout the software world. 

Large and bright and it is certainly an improvement on Bubble Biss last release 
Moonlight Madness but it node no great shakes with us! 


The Ice Temple The Scores 

Graphics 78% • 

Playability 75% 

Instability 79% 

Addictiveness 64% 

Value For Money 68% 

H & D Rating 69% 

Title Infiltrator 
Publisher US Gold 

Address 2/3 Hoi ford Why, Hoi ford, Birmingham, B6 7 AX. 

R.R.P. 9.95 (C64/Sp/Ams) 

Availability Sp/C64 15/10, Ams 31/10. 

Game Type Arcade Strategy 
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Spectrum 


This is the game that 
apparently rocked America how 
will it affect the UK. 

You take on the role of Captain 
Johnny "Jundo-Baby" MoGibbits. 

Apparently the whole world is 
in danger and only a 
super-soldier, ace helicopter 
pilot, ballistics expert, 
engineer, neuro-surgeon, 

politician, mcvie actor, rock 
star, world class motorcyclist, 
explorer, karate expert, and 
devil nay care all round nice 
guy like you can save the day. 

The Mad leader is out to 
destroy the world and only you 
can stop him. Your Whizbang 
Enterprise Giano DHX-1 Attack 
Helicopter is ready for you. 

You will be briefed on the 
first of your three missions at 
your base, all your missions 
rely on you to successfully 

pilot your chopper through hostile enemy air space to one 
installations where you must leave your helicopter 
and carry out the ground mission you were briefed upon. 

The game comes in and loads in two elements, there is the 
flight conbat simulation where you have to skillfully shoot 
down the enemy, and a great deal of skill is involved in 
flying your chopper and of course fun. When or if you manage 
to land your chopper you must load in side 2 of the tape and 
then complete the ground mission which has you on foot 
fighting for your life. To help you have such equipment as 
Sleeping Gas, Papers (very important for getting in enemy 
installations). Gas grenades. Mine detectors. Explosive 
charges, and even a Camera. 

In all there are 3 missions and they do get progressively 
harder although many hours will probably be spent trying to 
just master the controls. The game cares with the usual ness 
of instructions which seem to have become a US Gold 
trade-mark although they do give brief instructions to allow 
you to get playing. Do spend time reading the instructions 
and den't be surprised if you continually have to refer back 
to them. Animation both in the air and on the ground is excellent. The mix of 
flight sinulaticn and arcade skills make this a very welcome addition to anyones 
collection but it does call for quick reactions and patience. 


Infiltrator The Scores 

Graphics 86% 

Payability 84% 

Lastability 91% 

Addictiveness 93% 

Value For Money 88% 

H 4 D Rating 91% 
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Title Its A Knockout 
Publisher Ocean 

Address 6 Central St, 

Manchester, M2 5NS. 

H.R.P. 7.95 (Sp) 8.95 (Ams) 

Availability Sp/Ams (29/10) 

Gaine Type Pun Sport Simulation 

For those who remember the fun 
of "Its A Knockout” which is no 
longer with us cones this long 
aweited fun game, made all the 
more poignant by the recent 
demise of Mr Eddie Waring. 

The game can be played by up to 
6 players although no matter 
hew many play the computer will 
score for the refraining 
oempetitors. Six countries take 
part in five events and their 
is a Marathon that takes place 
throughout where one at a time 
the countries try to get the 
best score in an event. The 
marathon in this case is the 
Bronte Bash where by you 
control a weight at the top of 
the screen, and the aim is that 
a Bronte will pop its head out 
of any of 6 craters. You have 
to quickly move left or right 
to drop the weight on its head before it disappears. The game gets progressively 
harder as the time limit runs out. All the events have a set time limit and the 
first event is the Flying Flans. Two men use a see-saw to catapault flans over a 
veil you control the man on the other side who must catch them and deposit them 
to the right of the screen. Any missed flans land on the floor and make it 
progressively slipier. As with all events it gets progressively harder as the 
time runs out. The second event is Harlem Hoppers where you must catch as many 
balls as you can .when rolled down a camels back. To make things harder you are 
connected to a large elastic band. The third Titanic drop has you sliding down a 
rope and having to time your drop into one of four coloured life belts, each 
giving differing scores. The fourth Diet of Worms has you dressed up as a 
chicken and you compete against a computer chicken to be first to peck up the 
worms and deposit them in your tray. The final event is the Obstacle race, which 
is simply a joystick basher with the added difficulty of timing your jurps. 
Points are awarded to the countries on the performance in each event and the aim 
quite simply is to win. 

The programing of the gafne is not brilliant but this is probably one of the 
most fun games that has been brought out in a long time. The more actual players 
the better the game although playing solo is good fun although the appeal nay be 
limited. With Xmas caning up this is a great game that all the fanily can play 
from the youngest to the grand parents. Make computer game playing a bit mere 
fun and add this to your collection, a must for all corputer players. 

Its A Knockout The Scores 


Graphics 76% 
Playability 94% 
Addictiveness 88% 
Lastability 86% 
Value For Money 84% 
H (. D Rating 87% 
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Ti tie Miami Vice 



Publisher Ocean 

Address 6 Central St, Manchester 
R.R.P. 7.95 SP, 8.95 AMS 
Availabilty SP/AMS 5/11 
Game Type Arcade Strategy 


For those of you familiar with 
the popular T.V. series, 

Crockett and Tubbs will need 
very little introduction. You 
take their role in trying to 
crack a £1 million drug deal. 

To do this you have to put the 
squeeze on the dealers fran the 
srall to the large, apparently 
legitimate businessmen who are 
all links in the drug chain. 

You have two courses of action 
with the dealers, either punp 
them for information to make 
the bust or just blow them 
away! (very subtle). 

The game is comparable say to a 
Ghostbusters where you travel 
around a grid visiting set 
locations but the game play is 
nuch more difficult. One actual 
second is equal to one minute 
as far as the game is 
concerned. It is up to you to visit locations within a set time limit. Get 
there too early and you scare off the crooks. Enter the location at up to 4 game 
minutes into a meeting and the crooks will have fled leaving the evidence. Enter 
between 4 and 8 minutes and you may capture a crook with the evidence. Arrive 
between 8 and 12 minutes and they will have left but you may be able to latch 
onto their get-a-way car. Arrive over 12 minutes late and you will get nothing. 
With a game minute equalling one actual second you do not get much room for 
error. Time is the critical element of the game not made easy by the kamikaze 
car drivers who frequently get in your way. 

The game ends if you bust the dealer or one of your players gets killed but 
there is a chance that long before either of these situations you may get 
totally cheesed off as it is far from easy to get going in the game. If you 
enjoy a challenge and are very patient this may appeal but be warned it is far 
from easy. 


Miami Vice The Soares 


GRAPHICS 81% 
PLAYABILITY 48% 
ADDICTABILITY 68% 
LASTABILITY 87% 
VA^UE FOR MONEY 78% 
H&D RATING 74% 


Title Uridian 
Publisher Hewson 

Address 56B Milton Trading Est, Milton, Abingdon, Qxon, 0X14 4RX. 
R.R.P. 8.95 
Availability 30/10 
Game Type Arcade 
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The classic C64 shoot 'em up finally hits the 
Spectrum. 

The solar system is under attack! Enemy Super 
Dreadnoughts are in orbit around each of the 
planets in the Galactic sector. You and your 
Manta class Space fighter will be transported 
to each planet in turn to destroy each 
Dreadnought. Unfortunately it is not just the 
Dreadnoughts you have to contend with but also 
waves of enemy fighters and the Dreadnoughts 
surface defences which must be neutralized to 
enable you to land on the runway, where from 
you can destroy the bulk of the Dreadnought 
and vapourise it into the vacuum of space. 

Many have drooled over the quality of the C64 
version of this game. Hewson have done one of 
the best ever conversions to transfer it onto 
the Spectrum. Animation is similar in style to 
the C64 version and the only real let down is 
the obvious weaker sound effects which do not spoil the game play too much. The 
game is a classic far shoot 'em up fans and the excellent scrolling of the 
screens and nranouverabi 1 ity of your craft rrake the game tough but a must for 
arcade fans. 

They said that it could'nt be dene on the Spectrum, well it has and it is 
superb! 

Uridium The Scores 


Graphics 93% 
Playability 85% 
Addictiveness 88% 
Instability 92% 
Value For Money 96% 
H & D Rating 93% 


Title W.A.R. 

Publisher Mar tech 

Address Bay terrace, Pevensey 

Bay, East Sussex, BN24 6EE. 

R.R.P. 7.95 

Availability 24/10 

Game Type Arcade 

Imagine a mechanical world. 
Where there is no disease or 
adverse climate where the 
inhabitants cure imaginative and 
innovative. Sounds nice does'nt 
it, what happens if the same 
race are also Warlike and the 
conquest of lesser worlds is 
their religion and they just 
happen to have set a course for 
Earth. 

Several missions from Earth 
have failed and now it lies 
with you to man the latest 
military spaceship to try and 
infiltrate and destroy the 
enemy from within. 
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It- ls a^great shame that we only looked at this game after we had seen Uridium as 
Uridiuri leaves it for dead. This is a very good shoot 'em up and very difficult. 
Animation is good although Mar tech seem, to have wasted a good deal of the 
playing screen with useless information, and in fact all the action takes 
place on a fairly narrow strip up the screen. W.A.H. sold reasonably well on the 
C64 even though it was released 2 or 3 months after Uridium. With both being 
released so closely together on the Spectrum the sales of W.A.H. should suffer. 
Still a worthy addition for Shoot 'em up fans if you can afford both. 

W.A.R. The Scores 


Graphics 79% 
Playability 76% 
Instability 82% 
Addictiveness 79% 
Value For Money 78% 
H & D rating 79% 


BACK ISSUES 

Copies of the original Hints and Pokes handbooks are still available on request. 
They are individually priced at £1 each or all 5 for £4! 

Issues 1 to 6 of this handbook are available at £1 each or all 6 for £5. 

Issues 7 to 12 are also available at £1 each or all 6 for £5. 


SEN© ALL CORRESPONDENCE TO: 

H ** D SERVICES, 1338, ASHTON OLD ROAD, HIGHER QPENSHAW, MANCHESTER, Mil 1JG. 
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